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Rules Option : Alignments 


No Race is Inherently Evil. 


You should only fear the things that go bump 
in the pigbt.. 


About 5e D&D Alignments 


Before | get into the alternate alignment system please 
read the 5e Dungeons & Dragons Alignment system. 
(Players Handbook, page 123). 

As you can see there alignments are used on both an 
individual basis and to cover a group as a whole. But, in 
my opinion, problems emerge when trying to give a group 
of anything an alignment under the current D&D 5e 
alignment rules. 

Because the current 5e D&D alignements use 
tendencies to justify alignment, it gets a bit complicated 
when you talk about groups of people. 

So lets look into a potentially better system. 


About Personal alignments 


The Current D&D alignement system works great for 
individuals. There is no need to change it, or any rule that 
effects persoanl alignment. You don't have to worry about 
having a lack of good and evil, they are still there in an 
indiviual way. 


About group alignments 


The following alignments can be used in conjunction with 


personal alignments to better define the actions of a 
group of people or creatures. 


e Heroic Leader Good and/or Lawful Characters, when 
they lead a group, become a Heroic Leader. This Group 
alignment heroic changes the way groups they lead 
behave. Any individual, regardless of personal 
alignment will behave in a Positive, Heroic, or just way 
under the leadership of a Heroic Leader. Society at 
large will Approve of the behavior of Heroic leaders and 
their Groups, as they provide comfort and prosperity to 
the area. 

e Villanous Leader Chaotic and/or Evil Characters, 
when they lead a group, become a Villanous Leader. 
This Group alignment Villan changes the way groups 
they lead behave. Any individual, regardless of personal 
alignment will behave in a Negative, Vile, or unjust way 
under the leadership of a Villanous Leader. Most 
societies want these groups gone, but few can make it 
happen. 

e Commoner The Average character in the world doesn't 
care about much other than survival. Commoners set 
the standard for this behavior. They prosper under 
Heroic Leaders, and Suffer under Villanous ones. But 
few can do anything to make a difference. If a Leader of 
any type dies, commoners will often drop their 
weapons and go back home, but another leader usually 
steps up to get things done. Orcs, goblins, Elves, 
Humans, they are all commoners that don't want 
trouble as a leaderless group. So blame the heroic 
leader or the Villanous leader if things are bad. 

e Animal This group acts just like normal animals act. 
They care about food, shelter, and sometimes 
protecting their young or territory. Under the right 
leader they can act more or less aggressive than 
normal. 


e Monster these creatures do not understand normal 
social interactions, and will attack most other creatures 
on sight unless they have a leader. Everyone knows that 
monsters cannot be reasoned with under normal 
circumstances so they are often avoided. 

e Gods Gods all have a personal alignment, and their 
Devoted followers can act as though their God is 
leading them. The god does not need to be present to 
lead a group. Although most commoners worship quite 
a few of the gods, they do not have enough devotion to 
be lead by one, unless they are physically there leading 
the group. Cultists are the worst of the God lead 
groups, and several Cleric, Druid, and Paladin groups 
are lead by their god indirectly. 


How to use the new Group Alignments 


Almost all of the playable races are comprised of 
Commoners. This means that if they are taken away from 
their current leaders, they will stop being good, evil, 
destructive, aggressive, or whatever their current 
personality types are and revert to being normal 
commoners just content with having a normal peaceful 
life. 


Is anyone born evil? 


e Not really. Orcs are born and usually lead 
by a villanous leader and pick up on being 
evil early on. But if you were to seperate 
them from their leader, they go back to 
being normal people, just wanting to live a 
normal life. 


Occasionally people can be left in the wild long enough to 
become like an animal. and some animals are smart 
enough to be commoners, heros, or villans. 

Monsters have their own goals and will not divert from 
those goals unless someone can lead them, even then 
monsters are usually difficult to control or require magic 
to control them. 

The DM should determine what falls outside of the 
commoner group and why. 

Note - If you want to keep killing orc babies instead of 
getting them a good leader, then by all means don't use 
these rules. They are optional. Talk to your DM. 


‘Feedback is always welcomed 
arcept@yahoo.com 
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